Majestic Wilderlands Monsters
DEMON, FURY
Fury Demons are hunters of escaped slaves and
prisoners. Many of them also serve as prison guards
for the Demon Lords. Most are female in gender, and
all of them have an appearance so hideous that it
inspires terror in those who see them. They appear
as humans with large bat wings.
Fury Demon
Init +3; AC 2[17]; HD 6; HP 21; Save 11;
Move 120’/240’ (fly); CL/XP 9/1,100;
Attacks (x2)
Shortsword ; HTB +6, DMG 1d6;
Whip; HTB +6, DMG 1d4 (Entangle);
Special
Entangle: A Fury Demon is able to attack with its
whip and entangle its victim. If the saving throw
check is fails, victim is bound and unable to move
unless it rolls a 20 or better on an Athletic Check.
Preternatural Sense: A Fury Demon is able to See
Invisible, and Locate Object at will.
Horrific Appearance: Anybody seeing a Fury Demon
must make a saving thrown or run away in terror.
Magical Immunity: The Fury Demon is immune to
both cold and fire, and spell casters have to roll a
16 or better on a 1d20 in order for their spells to
effect the demon.
Harvest
Demonic Ichor 200d, 1 viz (horns);

LICH
Through a horrifying ritual a magic user can
channel the necromantic energies of the primal
chaos to grant himself eternal life. Unfortunately
the ritual causes the magic-user’s body to undergo
an accelerated process of decay that is only
arrested at the climax of the ritual. This results in
a horrifying appearance.
16th Level Lich
Init +8; AC 0[20]; HD 16; HP 56; Save 3;
Move 60’; CL/XP 19/4,100;
Attacks (x1)
Fist; HTB +16, DMG 1d10 (Paralytic Touch);
Special
Horrifying Appearance: The horrific appearance of a
lich causes any being of 4 HD or lower to become
paralyzed with fear.
Magical Immunities: Immune to disease and poison.
Spellcasting: A lich cast spells as if it is a 16th level
Magic User. It memorize the following number of
spells; 5 1st level, 5 2nd level, 5 3rd level, 5 4th level,
5 5th level, 5 6th level, 2 7th level, and 1 8th level.
Paralytic Touch: The chaos of the necromantic
energies inhabiting the Lich causing any target that
is hit with the Lich’s hand to become paralyzed (no
saving throw).
Harvest
Lich Dust 1,000d;
Magic-User Spells (16th Level)
1st Level: Charm Person, Magic Missile x2, Protection
from Evil, Sleep
2nd Level: Detect Evil, Invisibility, Mirror Image, Web
x2
3rd Level: Fireball, Haste, Lightning Bolt x2,
Protection from Missiles
4th Level: Confusion, Dimension Door x2, Polymorph
Other, Wall of Fire
5th Level: Cloudkill x2, Conjuration of Fire Elemental,
Telekinesis, Teleport
6th Level: Death Spell, Disintegrate x2, Flesh to Stone,
Project Image
7th Level: Limited Wish, Power Word Stun
8th Level: Mass Charm

TRAPPERS
Trappers are ambush predators adapted from land
dwelling manta rays. Their skin has a rough stonelike appearance allowing them to blend onto
various stone surfaces. These trappers have
developed the ability to fly allowing them to attach
to any available surface with their vestigial claws.
Ceiling Lurker
These trappers have developed the ability to fly
allowing them to attach to any available surface
with their vestigial claws.
Ceiling Lurker
Init +5; AC 6[13]; HD 10; HP 35; Save 5;
Move 10’/70’; CL/XP 10/1,400;
Attacks (x1)
Crushing; HTB +10, DMG 1d6 (Smother);
Special
Camouflage: Ceiling Lurkers have +10 to all Stealth
check while motionless. If starting combat
motionless they use their full hit dice as an
initiative bonus (+10) for the first round.
Smother: If a victim walks underneath a Ceiling
Lurker, the creature will drop and attack. If it
successfully hits the victim will be engulfed and
will take 1d6 damage per round automatically from
crushing. In addition at the end of 1d4+1 round
the victim has to make a constitution save or die of
suffocation. The save as a -1 per subsequent round
until the victim is freed.
Harvest
Hide 500d;
Piercer
The wings of these trappers have evolved to fold
around the creature in a way that makes them
resemble stalactites. They use their vestigial claws to
slowing crawl up stone surfaces to attach themselves
to the ceiling. When a person or creature passes
underneath they will drop and try to pierce their
victim in order to feed off of them. They typically are
found in packs of 2d6 individuals.
Piercer (1 HD)
Init +0; AC 3[16]; HD 1; HP 4; Save 17;
Move 10’; CL/XP 1/15;
Attacks (x1)
Attack; HTB +1, DMG 1d6 (piercing);
Harvest
Hide 25d;

Piercer (2 HD)
Init +1; AC 3[16]; HD 2; HP 7; Save 16;
Move 10’; CL/XP 1/15;
Attacks (x1)
Attack; HTB +2, DMG 2d6 (piercing);
Harvest
Hide 50d;
Piercer (3 HD)
Init +1; AC 3[16]; HD 3; HP 10; Save 14;
Move 10’; CL/XP 1/15;
Attacks (x1)
Attack; HTB +3, DMG 3d6 (piercing);
Harvest
Hide 75d;
Piercer (4 HD)
Init +2; AC 3[16]; HD 4; HP 14; Save 13;
Move 10’; CL/XP 1/15;
Attacks (x1)
Attack; HTB +4, DMG 4d6 (piercing);
Harvest
Hide 100d;
Trapper Beast
Trapper Beasts are the larger nastier cousin of
Ceiling Lurkers. While they lost the ability to fly
they are larger and stronger. They can use their
stone-like hides as camouflage to lie perfectly flat
and look like a stone surface.
Trapper Beast (10 HD)
Init +5; AC 3[16]; HD 10; HP 35; Save 5;
Move 10’; CL/XP 12/2,000;
Attacks (x1)
Engulf; HTB +10, DMG 3d6 (engulf);
Special
Smother: If a victim walks over a Trapper Beast,
the creature will rise up and attack. It can attack
everybody within a 10’ square area. If it
successfully hits the victims will be engulfed and
will take 3d6 damage per round automatically from
crushing. In addition at the end of 1d4+1 round
the victim has to make a constitution save or die of
suffocation. The save as a -1 per subsequent round
until the victim is freed.
Harvest
Hide 800d;

Trapper Beast (11 HD)
Init +6; AC 3[16]; HD 11; HP 38; Save 3;
Move 10’; CL/XP 13/2,300;
Attacks (x1)
Engulf; HTB +11, DMG 3d6 (engulf);
Special
Smother: If a victim walks over a Trapper Beast,
the creature will rise up and attack. It can attack
everybody within a 10’ square area. If it
successfully hits the victims will be engulfed and
will take 3d6 damage per round automatically from
crushing. In addition at the end of 1d4+1 round
the victim has to make a constitution save or die of
suffocation. The save as a -1 per subsequent round
until the victim is freed.
Harvest
Hide 800d;

Trapper Beast (12 HD)
Init +6; AC 3[16]; HD 12; HP 42; Save 3;
Move 10’; CL/XP 14/2,600;
Attacks (x1)
Engulf; HTB +12, DMG 3d6 (engulf);
Special
Smother: If a victim walks over a Trapper Beast,
the creature will rise up and attack. It can attack
everybody within a 10’ square area. If it
successfully hits the victims will be engulfed and
will take 3d6 damage per round automatically from
crushing. In addition at the end of 1d4+1 round
the victim has to make a constitution save or die of
suffocation. The save as a -1 per subsequent round
until the victim is freed.
Harvest
Hide 800d;

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means copyrighted material
including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and
product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products
or the associated products
contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact
terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation and/or
You have sufficient rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content
you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement
with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a
work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall
retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the Contributor
to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich
Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch
The Majestic Wilderlands Monsters Sample, Copyright 2015, Robert Conley.

